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ABSTRACT

Jong Heon Lhni Hae Sung Knn”,

WAl
Joon Jae Lee

Humans have often been used gesture to communicate with each other. The communication between

computer and person was also not different. To interact with a computer, we command with gesture,

keyboard, mouse and extra devices. Especially, the gesture is very useful in many environments such
as gaming and VR(Virtual Reality), which requires high specification and rendering time. In this paper,
we propose a gesture recognition method based on CNN model to apply to gaming and real-time

applications. Deep learning for gesture recognition is processed in a separated server and the preprocessing
for data acquisition is done a client PC. The experimental results show that the proposed method is
in accuracy higher than the conventional method in game environment.
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Fig. 10. Recognition time result of proposed method,

Table 1. Result of gesture classification

No Learn Rate Iteration Additional Condition Acc
1 0.01 20000 Shuffle 99.8%
2 0.01 20000 Shuffle, Mean 99.6%
3 0.01 20000 Shuffle, Grayscale 99.8%
4 0.01 20000 Shuffle, Mean, Grayscale 99.8%
5 0.001 20000 Shuffle 99.6%
6 0.001 20000 Shuffle, Mean 99.8%
7 0.001 20000 Shuffle, Grayscale 99.8%
8 0.001 20000 Shuffle, Mean, Grayscale 99.4%
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